FINAL FANTASY X-2 Q&A 


FFX-2 is the first sequel ever of an episode of the FF series? What are the reasons of 
this choice? 

Yes, it is the first sequel in the FF series. As the first title for the PlayStation2, our 
development team put a lot of time and resource into developing FFX. Although it had never 
been done before, the development team thought that a sequel would work, especially with 
the assets and tools that were developed for the original. More importantly, what really 
motivated the development team was the fans "wish" to have a FFX sequel. 


Was it an answer to the requests of the fans or a decision of the developers? What 
could it bring to the players? 

Countless fans were touched by this story telling of the pilgrimage of the young summoner 
Yuna, who was willing to sacrifice her life in order to defeat the mysterious force known only 
as “Sin”. Japanese fans of the game were treated to an epilogue with the inclusion of ‘Another 
Story’ on the bonus disc of FFX International, released in January 2002; this gave tantalising 
hints as to what happened after the conclusion of the story. After hearing from fans that they 
wanted to know what happened next, the decision was taken to create a sequel for the first 
time in the history of the FINAL FANTASY series. A remastered version of ‘Another Story’ will 
be released in Europe this coming September under the name ‘Eternal Calm, Final Fantasy X- 
2: Prologue’. It will be part of the special edition of Unlimited Saga, published by Atari. 


FFX could be considered as the best game of the series, how can you better this with 
the sequel? 

Although some environments are the same as in FFX, we wanted to make this a different 
experience. It is not a mere continuation of the previous game; with the inclusion of 
numerous new features, it can also be considered the next step in the evolution of the series, 
and as such the “new face” of FINAL FANTASY. This combination of new and familiar 
elements will keep any fan of the series happy. 


How long did it take to develop FFX-2? 
Approximately one year. 


How long is the gameplay for FFX-2? 
Anywhere from 25-100 hours depending on your level of experience with RPGs and how many 


side quests are done. 


How many characters will be playable? Will the three female heroines only be 
available? 

Yuna, Rikku and Paine are playable but you can communicate with an innumerable amount of 
NPCs. 


What characters from FFX appear in FFX-2? 
Lulu, Wakka and of course Cid and the Chocobos. 


How many worlds appear in FFX-2? 
Around fifteen major locations. 


The Active Battle System is back in FFX-2, but apparently the turn based aspect is 
still topical? How the new combat system is organised? What are the new 


improvements? 
The Active Time Battle in FFX-2 is a new form of ATB, which incorporates features borrowed 


from the Conditional Turn-Based system from FFX. As with the ATB systems in previous 
games, the battles progress swiftly, but every time a technique is used, there is a waiting 
period between inputting the command and its being carried out, indicated by a gauge. By 
keeping an eye on this gauge you can adjust the order in which characters perform their 
actions, and it is also possible to inflict major damage by chaining together characters’ 
attacks. 


Also in FFX you could swap characters in and out of battle, but in FFX-2, instead you can 
‘dress up (change jobs)’ mid-battle, and because it is possible to progress through a battle by 
using various abilities of the same characters, it makes for a speedy and more strategic 
system. Some of the job classes are Warrior (physical attack commands), Black and White 
Mage (offensive and defensive magic commands) and Thief (self explanatory). FFX-2 also 
includes many new events and mini games. 


FFX-2 is said to be more action oriented at some stage, what are the new elements in 
the game-play? 

FFX’s battle system was based on the principle that the player should be allowed to take 
his/her time before deciding on what to do; strategy was therefore definitely emphasised over 
pure action. In FFX-2 and all other FF instalments, strategy is also a big part of the game 
play. However, FFX-2 sees the comeback of the Active Time Battle system (ATB) which has 
been revised to speed up the general pace of battles in the game (certain actions - such as 
Item use - require very little time to be executed, while others - like more powerful spells - 
necessitate a longer period of execution). Although updated, the return of ATB will be familiar 
to all FF fans. A more unusual feature lies in the possibility for Yuna to interact with her 
surrounding environment in a way never seen in any previous Final Fantasy. Yuna can indeed 
jump and climb in order to find hidden items or clues helping the story progression in her 
missions. This brand new feature will provide increased gaming pleasure to the user by 
providing him/her with an increased feeling of involvement. Another new feature emphasises 
this general action feeling: the opportunity given to the player to chain the attacks on 
enemies. By rightly picking the moment when to input commands in battle, the player can use 
all three playable characters to inflict numerous chained attacks. However, in spite of these 
added action elements, the user never gets the feeling that the combat or movement 
sequences require complex commands. 


When was FFX-2 released in Japan? How many units has it sold? 
13" March 2003. Two million, as of April 2003. 


In Europe, many complained about the missing 60Hrz option, would it be 
implemented in FF X-2? 

We made a real effort to investigate the possibility of incorporating a 50/60 Hz switch or a 
full-screen mode into the PAL version of FFX-2 but we were unable to do so due to the 
following technical problems: 


e A total lack of the necessary VRAM for a full-screen PAL mode. 
e A total lack of the necessary free space on the DVD for the visual data for a 50/60Hz 
mode. 


However, although the game has been developed using the same engine as FFX, we have 
been able to make the following improvements in FFX-2 with regards to the PAL conversion: 


e The screen ratio has been made equivalent horizontally and vertically to the NTSC 
version. 
e A screen adjust function has been included. 


With the European version, we at Square Enix feel that we have pushed the hardware to its 
absolute limit, and since other features such as sound and lip-sync are near perfect, we 
believe that there is enough there for everyone to enjoy the gaming experience that is FFX-2. 
Regarding Square Enix’s future releases, we hope, after taking the technical requirements of 
each individual title into account, to be able to fully investigate the possibility of 
incorporating such features. 


A controversy has arisen about the length of the cut scenes in FFX, what about FFX- 
2? 
This time, you can skip the cinematics. 


The game seems to give more freedom to the player even from the very start of the 
game, could you tell us more about this feature? 

FFX-2 is unique in many ways, but this title features a degree of freedom never seen in 
virtually any other Final Fantasy before: the World Map is accessible to the player from the 
very start of the game. This freedom is reflected in the fact that the player can decide 
whether to follow main story-related events, visit locations freely, discover sub-quests, get 
back to areas previously visited, etc. 


Why did Square Enix decide to have the main character, Yuna, use a gun as a weapon 
in FFX-2? 
The gun is just one of her many weapons, the weapons change with each costume change. 


FFX was the first game of the series to have English dub; will you carry on with FFX- 
2? 

Yes, many of the original voice actors will be brought back for FFX-2, including Hedy Burress 
(Yuna) and Tara Strong (Rikku). The game will also be localised in five languages (subtitles). 


A certain amount of controversy has arisen in fan circles regarding the revised 
character designs? Why such a change especially with Yuna? 

The change in Yuna’s look ties into the story. It serves to express how Yuna is done with a life 
of serving others as a summoner and how she is now focusing on her goals. 


Are you hoping to attract a greater female following with the release of this game? 
Our FF titles have attracted a good percentage of female gamers and FFX-2 will be no 


different, especially with an all female lead. 


There are several aspects of FFX-2 that are directly linked to the Japanese culture. 
How will this be dealt with within the US and Europe? 

There are ties into the Japanese culture in many of our titles. Extensive research is done so 
that the games are appealing to the American and European audiences. Some alterations are 
done cosmetically, but things can often be handled through localisation. 


Some changes have occurred in the developing team, to what extend will this change 
the future of the Franchise? 

The FF series is always incorporating new features. Because of this, a new development team 
is formed for every title. Therefore, there will be no real effect on future FF games. 


Do you have any plans to release this game on any other consoles/platforms? 


There are no such plans at this time. 


How much did it cost to make FFX-2? 
It is a general rule not to disclose development costs. 


Rumours talk about a FF X-3? Is there any official statement about this project? 
There are no such plans at this time. 


